m ■ 



(19) 




Europaisches Paten tarn t 
European Patent Office 
Office europeen des brevets 



(11) 



EP1 216 733 A2 



(12) 



EUROPEAN PATENT APPLICATION 



(43) 


Date of publication: 


J51\ int n 7- 




26.06.2002 Bulletin 2002/26 


(21) 


Application number: 01130326.0 




(22) 


Date of filing: 19.12.2001 




(84) 


Designated Contracting States: 


(72) Inventor: Nagashima, Kouzo, c/o Aruze Co., Ltd. 




AT BE CH CY DE DK ES Fl FR GB GR IE IT LI LU 


Osaka-shi, Osaka 540-6003 (JP) 




MCrNLTPTSETR 






Designated Extension States: 


(74) Representative: 




AL LT LV MK RO SI 


TER MEER STEINMEISTER & PARTNER GbR 






Patentanwalte, 


(30) 


Priority: 20.12.2000 JP 2000387938 


Mauerkircherstrasse 45 






81679 Miinchen (DE) 


(71) 


Applicant: Aruze Co., Ltd. 






Tokyo 135-0063 (JP) 





CM 

< 

CO 
CO 

CO 

T- 

CM 

Q. 

LU 



(54) Server providing competitive game service, program storage medium for use in the server, 
and method of providing competitive game service using the server 



(57) A competitive game program and virtual game 
player list are previously stored in a server. The server 
provides on network (1 6) a competitive game service to 
a plurality of game players' terminals (13A, 13B, 13C, .... 
53) via communication lines (11, 51). The server sets 
such that, under the condition that the number of com- 
petitors against the game players is below a predeter- 
mined number, the competitive game program is acti- 
vated to play the competitive game with the game play- 
ers, and notifies, as a competitor, a virtual game player's 
name previously entered on the virtual game player list, 
to the game players who are to play the competitive 
game with the competitive game program. Therefore, 
the game player can enjoy the competitive game with 
the virtual game player, even if the number of competi- 
tors is insufficient when receiving the competitive game 
service. This avoids the inconvenience that although the 
game player (user) has access to the competitive game 
site for the purpose of playing the competitive game, the 
player cannot help giving up playing the game. 
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Description 

FIELD OF THE INVENTION 

[0001] The present invention relates to a server that 
provides a competitive game to users on network, a pro- 
gram storage medium for use in the server, and a meth- 
od of providing a competitive game service using the 
server. 

BACKGROUND OF THE INVENTION 

[0002] Recently, a variety of information provision 
systems using network have been proposed to prepare 
information .infrastructure. 

[0003] Some of such information provision systems 
provides service to users, with which players at remote 
locations can play board games such as shogi (Japa- 
nese chess) and igo (Game of go) by using internet serv- 
er, and a leased server and leased line for portable tel- 
ephone, such as i-mode. 

[0004] As typical representative of the system provid- 
ing the board game service, there are techniques dis- 
closed in Japanese Unexamined Patent Publication 
Nos. 56-3078 and 54-110033, and Publication of 
EP114210. 

[0005] In the system disclosed in these Publications, 
a game player of a competitive game (a board game 
such as mah-jongg, shogi, igo, chess, or othelo) starts 
a personal computer (hereinafter referred to as a "PC") 
at the player's convenience to connect with a server 
through which the player can play the competitive game, 
thereby receiving the service. 

[0006] However, against the system of the prior art, 
the following problems have been pointed out. 

(1 ) It is seldom that the competitor is always present 
at the time of connect with the server. Therefore, 
the fact is that due to the absence of the competitor, 
the user often gives up receiving the competitive 
game service and releases the connection with the 
server. If this circumstance is frequent, the manager 
(administrator) of the server might lose the user 
(membership). From a cost standpoint, it is difficult 
to always guarantee a game player on access to 
the server. 

(2) There is a competitive game in which the user 
can compete with the server side computer. It is 
equally true, however, that the user playing a game 
via a communication-line has such a potential de- 
sire that "he/she wants to enjoy the game with an 
actual human player." In addition, if the player of the 
communication-line competitive game knows that 
the competitor is the computer, it is meaningless to 
specially use the communication line because there 
is no difference with a game or consumer game that 
is already installed in a PC. 



DISCLOSURE OF THE INVENTION 

[0007] Accordingly, it is an object of the present inven- 
tion to solve the above technical problem by providing 

s a server providing a competitive game service which 
can solve inconveniences to both of the server side and 
the game player side as a user of the server, and a pro- 
gram storage medium used in the server, as well as a 
method of providing a competitive game service using 

10 the server. 

[0008] The present inventor came up with the idea to 
solve the above problem as follows. 
[0009] Specifically, a competitive game program and 
a virtual game player list are prepared in advance, It is 

is set so that when a game player receives a competitive 
game service via a terminal on network, the competitive 
game program is activated to play the game with the 
game player under the condition that the number of 
competitors against the game player is below a prede- 

20 termined number. As a competitor, a virtual game play- 
er's name on the virtual game player list is notified to the 
game player, who is to play the competitive game with 
the competitive game program. 

[0010] With this construction, the game player can. 
25 enjoy the competitive game with the virtual game player, 
even if the number of competitors is insufficient when 
receiving the competitive game service. This avoids that 
although the game player (user) gains access to the 
competitive game site for the purpose of playing the 
30 competitive game, the player cannot help giving up play- 
ing the game. Further, it is avoided that due to the ab- 
sence of the competitor, the player reluctantly decides 
to play the competitive game with the computer, as in 
the case with the prior art. That is, when it is automati- 
cs cally judged that the number of competitors is below a 
predetermined number, a preset virtual player name is 
notified to start the game. Therefore, the game player 
may play the game without detecting the competitor is 
the computer. This prevents the game player's fight from 
40 being weakened. Also, the server side can provide such 
a competitive game environment where the competitive 
game is available at any time. It is therefore able to pro- 
duce such a stage effect that the competitive game site 
appears to be always prosperous in the eyes of the 
45 game player as the user of the server. 

[001 1] In the meanwhile, the term "competitive game" 
is used herein in a comprehensive sense, i.e., to broadly 
refer to board games of mah-jongg, shogi, igo, chess, 
and othelo, besides shogi game between two players. 
so [0012] The notification of the virtual game player's 
name is performed as follows: 

(i) a number of game players lacking for the game 
are selected from a plurality of virtual game players 
55 previously entered on the virtual game player list; 
and (ii) as a competitor's name, the virtual game 
players' names of the selected game players are 
sent to the terminal of the game player. 
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[001 3] This construction reduces the possibility of be- 
ing detected that the competitor is the computer, even 
when the name of a game player who played with the 
user many times is notified again in the competitive 
game on network. 

[001 4] Preferably, a plurality of competitive game pro- 
grams serving as a competitor are prepared in advance, 
or the difficulty (level) of a competitive game program is 
set automatically so that the competitive game program 
varies depending on the level of the competitor. 
[0015] In particular, the possibility that the game play- 
er detects from the game pattern that the competitor is 
the computer, is further eliminated by preparing in ad- 
vance plural game programs having different thinking 
routines and applying different competitive game pro- 
grams to virtual game player" names. 
[0016] The present invention, advantages in operat- 
ing the same and aims which is attained by implement- 
ing the present invention will be better appreciated from 
the following detailed description of illustrative embodi- 
ment thereof, and the accompanying drawings. 

BRIEF DESCRIPTION OF ATTACHED DRAWINGS 

[001 7] Fig. 1 is a diagram showing, in simplified form, 
the entire construction of an information provision sys- 
tem using a network according to one preferred embod- 
iment of the invention. 

[0018] Fig. 2 is a block diagram showing an electric 
construction of a portable telephone, 
[0019] Fig. 3 is a block diagram showing an electric 
construction of a server. 

[0020] Fig, 4 a diagram showing, in simplified form, 
the relationship between a simplified information file and 
a detail information file. 

[0021] Fig. 5 is a timing chart showing a procedure of 
providing the information of an information selection 
system. 

[0022] Fig. 6 is a diagram showing an example of 
"shogiv/or\di news" as simplified information provided to 
a portable telephone. 

[0023] Fig. 7 is a diagram showing an example of "for- 
mal shogi game flash" as simplified information provided 
to a portable telephone. 

[0024] Fig. 8 is a diagram showing an example of 
"pro-shogi table appreciation" as simplified information 
provided to a portable telephone. 
[0025] Fig. 9 is a diagram showing an example of 
"shogi divination" as simplified information provided to 
a portable telephone. 

[0026] Fig. 10 is a diagram showing an example of 
"next move" as simplified information provided to a port- 
able telephone. 

[0027] Fig. 11 is a diagram showing an example of 
"shogi school" as simplified information provided to a 
portable telephone. 

[0028] Fig. 12 is a diagram showing an example of 
"aim at pro-shogi player!" as simplified information pro- 



vided to a portable telephone. 

[0029] Fig. 13 is a diagram showing an example of 
"pro-shogi players* profiles" as simplified information 
provided to a portable telephone. 
s [0030] Fig. 14 is a schematic diagram illustrating two 
game modes of shogi 

[0031] Fig. 15 is a schematic diagram illustrating a 
method of shogi game. 

[0032] Fig. 1 6 is a schematic diagram illustrating clas- 
io sification based on the results of shogi games. 

[0033] Figs. 1 7 and 1 8 are diagrams showing, in sim- 
plified form, a display screen in a "game room." 
[0034] Fig. 19 is a flowchart showing the flow of 
processing for providing a game standby list. 
15 [0035] Figs. 20' and 21 are diagrams showing, in sim- 
plified form, a display screen in "game impression 
mode." 

[0036] Fig. 22 is a timing chart when downloading a 
detail information to a personal computer. 
20 [0037] Fig. 23 is a diagram showing, in simplified 
form, the entire flow of a game of the "aim at pro-shogi 
player!." 

[0038] Figs. 24 to 26 are diagrams showing, in simpli- 
fied form, a display screen in the "aim at pro-s/7oo7play- 
25 er!." 

[0039] Fig. 27 is a diagram showing, in simplified 
form, the entire flow of a game of "title match." 
[0040] Fig. 28 is a flowchart showing the flow of 
processing of the "title match." 
30 [0041] Fig. 29 is a diagram showing, in simplified 
form, a display screen of the ranking in the "title match." 
[0042] Fig. 30 is a schematic diagram illustrating 
"tsume shogi" 

[0043] Figs. 31 , 32 and 33 are diagrams showing, in 
35 simplified form, a display screen in the "shogi divina- 
tion." 

[0044] Fig. 34 is a schematic diagram illustrating other 
shogi games. 

[0045] Fig. 35 is a schematic diagram illustrating in- 
40 formation provided to the user in a beginner mode. 
[0046] Fig. 36 is a schematic diagram illustrating 
"shogi entrance comer" provided to users. 
[0047] Fig. 37 is a schematic diagram illustrating other 
contents that are provided from a server to users. 

45 

EMBODIMENT 

[0048] Preferred embodiments of an information pro- 
vision system using a network according to the invention 
50 will now be described by referring to the accompanying 
drawings. 

Construction of Information Provision System 

55 [0049] Referring to Fig. 1 , in an information provision 
system 10 according to one preferred embodiment, 
portable telephones 13A, 13B, 13C, ... are connected 
via base stations 12A, 12B, ... to packet exchange net- 
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work/PDC (personal digital cellular) network 11 . The re- 
spective portable telephones 13A, 13B, 13C, ...can per- 
form sending/receiving of voice data and character data 
with each other, via the packet exchange network /PDC 
network 1 1 . As a sending/receiving mode of these data, 
there is employed, for example, time division multiplex- 
ing mode called 'TDMA (time division multiple access)," 
[0050] By packet communication, the portable tele- 
phones 13A, 13B, 13C, ... can gain access to an infor- 
mation center 1 5 via the packet exchange network/PDC 
network 1 1 , in addition to that they perform sending/re- 
ceiving of voice data and character data with each other. 
In response to a request from the portable telephones 
13A, 13B, 13C, the information center 15 obtains var- 
ious information from information provision servers 1 7 A 
and 17B connected to an internet 16, or from an infor- 
mation provision server 18 connected via a teased line, 
and distributes the information to the portable tele- 
phones 13A, 13B, 13C, ... which sent the request. 
Thereby, the users possessing the portable telephones 
13A, 13B, 13C, ... can obtain the desired information 
from the information provision server (hereinafter mere- 
ly referred to as a "server") 1 7A, 1 7B, or 1 8, irrespective 
of their whereabouts such as destination. 
[0051] Each of the portable telephones 13A, 13B, 
13C, ... has the same construction. 
[0052] Referring to Fig. 2, the portable telephone 1 3A 
has a data bus. To the data bus, there is connected (i) 
CPU 21 ; (ii) memory 22; (iii) send/receive circuit part 25 
performing signal send/receive with the base stations 
12A, 12B, (iv) base band processing part 26 that con- 
verts RF (radio frequency) signals received by the send/ 
receive circuit part 25 into vase band signals, and con- 
verts base band signals to be sent now into RF signals; 
(v) microphone 28; (vi) speaker 29; (vii) input/output part 
27 that is interface with the microphone 28 and speaker 
29; (viii) display part 24 composed of a liquid crystal dis- 
play panel etc.; and (ix) input operation part 23 contain- 
ing a keyboard and jog dial. 

[0053] The CPU 21 executes a variety of operations 
according to operation programs stored in the memory 
22, and controls the above components according to the 
corresponding operation. The contents of an individual 
processing of the CPU 21 are displayed on the display 
part 24, as required. 

[0054] When the user inputs the telephone number of 
the desired call destination, the input operation part 23 
gives data indicating the telephone number to the CPU 
21 . The CPU 21 , then, sends a connection request via 
the send/receive circuit part 25 to the call, destination 
indicated by the telephone number that the user input- 
ted. At this time, the packet exchange network/PDC net- 
work 11 connects a line according to the response of the 
call destination. When the line is connected, the send/ 
receive circuit part 25 gives the RF signals from the call 
destination, which is received via an antenna, to the 
base band processing part 26. Upon receipt of the RF 
signals, the base band processing part 26 converts the 



RF signals into base band signals. After completing this 
signal conversion, the base band processing part 26 
gives the base band signals to the input/output part 27. 
Upon receipt of the base band signals, the input/output 
s part 27 outputs via the speaker 29 the voice signals from 
the call destination, as voice. 

[0055] When the user inputs voice via the microphone 
28, the input/output part 27 gives input voice signals 
(base band signals), which has been sent from the mi- 

10 crophone 28, to the base band processing part 26. Upon 
receipt of the base band signals, the base band process- 
ing part 26 converts the base band signals into RF sig- 
nals. After completing this conversion processing, the 
base band processing part 26 sends the RF signals via 

15 the send/receive circuit part 25 to the packet exchange 
network/PDC network 11, thereby sending the RF sig- 
nals to the call destination connected on line to the pack- 
et exchange network/PDC network 11 . 
[0056] Thus, the users operating the portable tele- 

20 phones 13A, 13B, 13C, ... can make conversation with 
other user as the call destination, via the portable tele- 
phone. 

(0057] When the user inputs various information (con- 
taining character information and specific selection in- 

25 formation) by operating the input operation part 23, the 
CPU 21 converts the input information into packet data 
and then sends the packet data to the packet exchange 
network/PDC network 1 1 via the base band processing 
part 26 and send/receive circuit part 25. The packet ex- 

30 change network/PDC network 11 sends the received 
packet data to the information center 1 5. On the other 
hand, the packet data information to be sent from the 
information center 1 5 via the packet exchange natwork/ 
PDC network 1 1 is superimposed to RF signals. The sig- 

35 nals in this state are fetched in send/receive circuit part 
25 and base band processing part 26, by which the 
packet data are assembled into the original data format 
and given to the display part 24. The data that is restored 
to the original format is then displayed on the display 

^0 part 24. 

[0058] Thus, the users using the portable telephones 
13A, 13B, 13C, ...can perform sending/receiving of var- 
ious information with the information center 15 that is 
the connection destination. 

45 [0059] Further, by previously performing entry on a 
variety of contents provided by the servers 1 7A, 1 7B and 
18, the users operating the portable telephones 13A, 
1 3B, 1 3C, ... can join such contents when they have ac- 
cess to the information center 15. 

so [0060] Specifically, the information center 1 5 fetches 
a variety of information from the servers 1 7A, 1 7B and 
18, in response to the request from the portable tele- 
phone 13A, 13B, 13C, and sends the fetched infor- 
mation to the portable telephone 13A, 13B, 13C, 

55 which sent the request. The portable telephone 13A, 

13B, 13C which received the information, stores the 

provision information sent from the server 17A, 17B, or 
1 8, in the memory 22 and then displays it on the display 
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part 24. The user (player) using the portable telephone 
13A, 13B, 13C, ... can further obtain the desired infor- 
mation from the server 1 7A f 1 7B, or 1 8, by operating the 
input operation part 23 (e.g., the operation of selecting 
one of choices indicated in character which are dis- 
played on the display part 24 as part of the provision 
information), while observing the provision information 
(containing image information and character informa- 
tion, etc.) displayed on the display part of the individual 

portable telephone 13A, 13B, 13C The result of the 

player's input is sent via the packet exchange network/ 
PDC network 11 to the information center 15, and then 
transferred to the server 17A, 17B, or 18, by the infor- 
mation center 15. 

[0061] ~ Tcra public network 51, a personal computer 
(hereinafter referred to as a "PC M ) 53 is connectable via 
a modem 52. The PC 53 can access to the server 1 7A, 
17B and 18, via the public network 51 and internet 16. 
That is, the PC 53 can obtain a variety of provision in- 
formation from the servers 17A, 17B, and 18. 
[0062] The server 18 has the same construction as 
the servers 17A and 17B, except that the server 18 is 
connected to the information center 15 via the internet 
16. 

[0063] Referring to Fig. 3, the server 18 has a data 
bus, to which is connected (i) CPU 31, (ii) memory 32, 
(iii) communication interface 33, and (iv) data base 34, 
[0064] The CPU 31 executes a variety of processing 
according to a program stored in the memory 32, and 
an input aided program to be described later. 
[0065] Specifically, the CPU 31 receives information 
from the portable telephones 13A, 13B, 13C, ... , which 
are sent from the information center 15 via a leased line 
connected by the communication interface 33, and then 
stores the received information in the memory 32. These 
information contain, for example, the results of selec- 
tions that the users selected from the choices presented 
to the users via the portable telephones 13A, 13B, 
13C, ... , in response to the provision information. That 
is, these information are information sent from the port- 
able telephones 13A, 13B, 13C, ... when these are op- 
erated by their respective users. 
[0066] The CPU 31 reads out a program (containing 
the input support program) stored in the data base 34 
to the memory 32. According to the program, the CPU 
31 progresses the program based on the information in- 
dicating the result of the user's operation that is stored 
in the memory 32. The progress result of the program 
is stored in the data base 34. 

[0067] In the information provision system 10 of this 
preferred embodiment, the servers 17A, 17B, and 18 
store the provision information to the portable tele- 
phones 13 A, 13B, 13C, ... in the data base 34. In this 
instance, the display part 24 of each portable telephone 
13A, 13B, 13C,... has an extremely limited display 
space alone in consideration of its portability. Therefore, 
the contents of information that is provided from the 
server 17A, 17B, or 18 to the each portable telephone 



13A, 13B, 13C, ... is simplified information correspond- 
ing to the display space of the display part 24. 
[0068] That is, the above information uses description 
language (called "HTML for hmodeT, and hereinafter re- 
5 ferred to as a "simplified HTML"), in accordance with 
compact HTML (hereinafter referred to as a "C-HTML'*), 
which is a subset of HTML (hyper text markup lan- 
guage). The simplified HTML is obtained by leaving only 
tags that can be reflected on the display part having the 
io limited space in the tags of the HTML, and cutting away 
the rest. Therefore, information for portable telephone 
that is described in the above-mentioned language 
(hereinafter referred to as a "simplified information*) can 
also be displayed on a web browser for PC that can dis- 
play information described in HTML. When displaying a 
simplified HTML by the portable telephones 13A, 13B, 
13C, ... , tags not defined in the simplified HTML are 
merely ignored, without causing any error. It is therefore 
able to display information described in HTML even on 
the portable telephones 13A, 13B, 13C, .... Thus, both 
of HTML and simplified HTML are description languag- 
es having compatibility each other. 
[0069] Both of simplified information described in the 
simplified HTML and information described in HTML, 
which are related to the same contents, are stored in 
different files in the same or different servers 1 7A, 1 7B, 
and 1 8. As a method of designating the file, notation us- 
ing key information called "URL (uniform resource loca- 
tor)" is used. The URL is a standard addressing method 
for identifying a resource on internet, and is a character 
string consists of three elements of schema name, host 
name and file name. The scheme name designates a 
transfer protocol name. In the case of WWW, "http" is 
used as its scheme name. The URL designates uniquely 
one resource on internet, and used as WWW page ad- 
dress. 

[0070] The simplified information described in simpli- 
fied HTML is basically provided to the portable tele- 
phones 13A, 13B, 13C This simplified information. 

is available when the user has access by designating 
the menu preset to the portable telephones 13A, 13B, 
13C, or by inputting URL. On the other hand, the infor- 
mation described in HTML is to be provided to the PC 
53. This information is available when the user has ac- 
cess by designating URL on the PC 53. 
[0071] In the simplified information provided to the 
portable telephones 13A, 13B, 13C URL (key infor- 
mation) indicating the address of detail information re- 
lated to the simplified information contents is described 
so as to accompany the simplified information contents. 
In the file specified by the URL, further detail information 
is described which is related to the simplified information 
describing the URL. 

[0072] Fig. 4 shows the relationship between the file 
of the simplified information described in simplified 
HTML and the file wherein more detail information than 
the simplified information is described in HTML. Refer- 
ring to Fig, 4, for example, one contents CONT1 con- 
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sists of (i) file FIL11 wherein simplified information such 
as outline and header are described in simplified HTML, 
and (it) file FIL1 2 wherein information such as detail de- 
scription and image are described in simplified HTML. 
The files FIL11 and FIL12 are not necessarily required 
to be stored in the same server. For instance, as shown 
in Fig. 1 , the files FL11 and FL 12 may be stored in the 
servers 1 8 and 1 7B, respectively. 
[0073] Referring to Fig. 5, when the user has access 
to the server 18 with the portable telephone 13A and 
downloads the file FIL1 1 to the portable telephone 1 3A, 
the portable telephone 1 3A calls the information center 
15 (server 18) via the packet exchange network/PDC 
network 11 , for the purpose of securing a channel. 
[0074] " When the channel is secured, the portable tel- 
ephone 13A establishes a session by an information 
send/receive means with the portable telephone 13A 
and requires simplified information to the information 
center 15 (server 18). As the information send/receive 
means with the portable telephone 13A, there are, for 
example, PPP (point to point protocol) processing and 
WAP (wireless application protocol). On this occasion, 
the portable telephone 13A sends both of information 
for specifying terminal and address information for spec- 
ifying information required at that time, The information 
for specifying terminal consists of (i) a password previ- 
ously stored in the memory 22 with the portable tele- 
phone 13A, (ii) terminal identification information (data 
indicating portable telephone (PDC)), (iii) information for 
specifying calling means (PDC), (iv) the telephone 
number of the portable telephone 13A, (v) information 
of protocol such as WAP used when making connection, 
and (vi) a variety of option data. 
[0075] Based on the request signal and password 
sent from the portable telephone 13A, the information 
center 1 5 reads the simplified information from the serv- 
er 18, and sends the read simplified information to the 
portable telephone 13A that is the origin of the request 
signal. As a result, the simplified information read from 
the data base 34 according to the control program of the 
server 1 8, is displayed on the display part 24 of the port- 
able telephone 1 3A. 

[0076] The CPU 31 executes the control program that 
was read from the data base 34 of the server 1 8 to the 
memory 32, thereby realizing (i) the display control of 
the screen that is displayed on the display part 24 of the 
portable telephone 1 3A, and (ii) the operation that infor- 
mation that the user inputted via the display screen is 
sent from the portable telephone 13 to the server 18, 
and this information is stored in the data base 34 and 
managed by the server 1 8, The CPU 21 of the portable 
telephone 13A has the function of displaying on the dis- 
play screen the image and character information provid- 
ed from the server 1 8, and sending the information that 
the user inputted via the resulting display screen to the 
server 18. 

[0077] On receipt of the simplified information provid- 
ed from the server 1 8 to the portable telephone 1 3A in 



the above manner, the user can enjoy the contents pro- 
vided as simplified information (e.g., the contents about 
shogi). It is difficult to display such further detail infor- 
mation that the user demands in the contents, on such 

s a small space as the display part 24 of the portable tel- 
ephone 13A. Therefore, such information is not provid- 
ed as simplified information. This requires that the user 
observe such detail information with a large amount of 
information on the PC 53 via a predetermined site. 

10 [0078] Specifically, the address (URL) of the detail in- 
formation is displayed in the simplified information pro- 
vided from the server 1 8 to the portable telephone 1 3A. 
The URL is address information of a HTML file that con- 
tains further detail information about the items on the 

'5 simplified information list. The user receives the detail 
information on the PC 53 by using the address informa- 
tion displayed on the display screen of the portable tel- 
ephone 13A. 

[0079] Accordingly, the user inputs the address infor- 

20 mation (URL) received by the portable telephone 13A 
to the PC 53, and has access from the PC 53 to the 
server 1 7B that stores the file FIL1 2 containing the detail 
information, as shown in Fig. 5. For the purpose of se- 
curing a channel, the PC 53 via the public network 51 

25 calls the server 1 7B specified by the U RL. 

[0080] When the channel is secured, the PC 53 es- 
tablishes a session with information send/receive 
means with the PC 53, and requires detail information 
to the server 17B. As example of the information send/ 

30 receive means with the PC 53, there are PPC process- 
ing and WAR In this instance, the PC 53 sends the serv- 
er 1 7B information for specifying terminal together with 
a request signal. The information for specifying terminal 
consists of (i) a password previously stored in the mem- 

35 ory with the PC 53, (ii) terminal identification information 
(the PC 53 identification data), (iii) information for spec- 
ifying calling means, (iv) the telephone number of the 
PC 53, and (v) a variety of option data. 
[0081] Based on the request signal from the PC 53, 

40 the server 17B sends the PC 53 the detail information 
of the specified file FIL12, As a result, the detail infor- 
mation provided from the server 1 7B is displayed on the 
display part of the PC 53. This detail information is in- 
formation described in HTML, containing information 

45 that is too much to display in such a small display space 
as the display part 24 of the portable telephone 13A. 
With this detailed information, the user observes infor- 
mation next to the simplified information that the user 
received via the portable telephone 1 3A. 

so [0082] Thus, the user can receive via the PC 53 the 
detail information as needed, by the following construc- 
tions: (i) information forming one contents is divided into 
simplified information that can be received by the port- 
able telephone 13A, and detail information that can be 

55 received by the PC 53, and (ii) address information 
(URL) of the next detail information is written to the sim- 
plified information received by the portable telephone 
13A. 
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Information Provision on Shogi Site 

[0083] The server 1 8 provides information about sho- 
gi (Japanese chess) and a variety of contents including 
user-participation game services, as simplified informa- 5 
tion to the portable telephones 13A, 13B, 13C, .... The 
program for providing these contents is stored in the 
memory 32 with the server 18. The CPU 31 executes 
this program so that the image data stored in the data 
base 34 is read and distributed. Contents provision to 10 
the portable telephones 13A, 13B, 13C, ... is performed 
in the manner that the program of a game (game be- 
tween two players/competitive game) stored in the data 
base 34 is expanded (developed) on the memory 32 and 
this game program is executed by the CPU 31 . The pro- is 
gram for providing the contents and the game program 
may be stored in other program storage medium, such 
as a magnetic disk. 

[0084] Examples of the contents about shogi are (i) 
"shogi world news" providing topics and notification 20 
about shogi world, (ii) "formal game flash" providing 
weekly the schedule and results of major games, as 
flush news, (iii) "pro-shogi table appreciation" providing 
shogi table data of formal pro-shogi games, (iv) "shogi 
divination" practicing divination of the user, (v) "next 25 
move" quizzing the user on the next move that becomes 
a winning move, (vi) "shogi school" explaining the rule 
and terms of shogi, (vii) "aim at pro-shogi player" though 
which the user experiences the path toward pro-shogi 
player in RPG fashion, (viii) "pro shogi players* profiles'* 30 
providing career summary of pro-shogi players, and (ix) 
"game room" through which the user plays game with 
other users. The server 1 8 provides a series of contents 
in response to the request from the user (portable tele- 
phones 13A, 13B, 13C, ...). 35 
[0085] When the user inputs a connection request to 
the shogi site by operating the input operation part 23 
of the portable telephone 13A, the telephone 13A has 
access to the server 1 8 via the packet exchange net- 
work/PDC network 11 and information center 15. Then, 40 
the portable telephone 1 3A displays information down- 
loaded from the server 1 8 on the display part 24, so that 
a display screen related to the shogi site appears on the 
display part 24 of the telephone 1 3A ( as shown in Fig. 6. 
[0086] The user can select the desired menu on top <*5 
page screen G11 of the above display screen. 
[0087] When the user selects the "shogi world news" 
that is the first menu, the portable telephone 13A sends 
the server 18 a signal requesting service of the "shogi 
world news." In response to this, the server 18 sends so 
the portable telephone 13A data of the "shogi world 
news" that is stored in the data base 34 and updated as 
needed. As a result, a screen G12 of the "shogi world 
news" is displayed on the display part 24 of the portable 
telephone 13A. When the user selects one from the 55 
items displayed on the screen G1 2, the contents of the 
selected news is downloaded from the server 1 8 and 
displayed on the display part 24, as news contents 



screen G1 3. 

[0088] Referring to Fig. 7, when the user selects the 
"formal game flush" that is the second menu on the top 
page screen G1 1 , the portable telephone 1 3A sends the 
server 18 a signal requesting service of the "formal 
game flush." In response to this, the server 18 sends 
the portable telephone 13A data of the "formal game 
flush" that is stored in the data base 34 and updated as 
needed. As a result, a screen G21 of the "formal game 
flush" is displayed on the display part 24 of the portable 
telephone 13A. When the user selects one from the 
items displayed on the screen G21 , the selected game 
result is downloaded from the server 18 and displayed 
on the display part 24, as game result screen G22. In 
this instance, every time the data of "formal game flush" 
stored in the data base 34 is updated, the server 1 8 pro- 
vides the latest data to the portable telephone 13A with 
electronic mail service. Therefore, the user of the port- 
able telephone 1 3A can observe the formal game result 
through electronic-mail receive screen G23, without ac- 
cess to the shogi she. 

[0089] Referring to Fig. 8, when the user selects the 
"pro-shogi table appreciation" that is the third menu on 
the top page screen G 11, the portable telephone 13A 
sends the server 18 a signal requesting service of the 
"pro-shogi table appreciation." In response to this, the 
server 1 8 sends the portable telephone 13A data of the 
"pro-shogi table appreciation" that is stored in the data 
base 34 and updated as needed. As a result, a screen 
G31 of the "pro-shogi table appreciation" is displayed 
on the display part 24 of the portable telephone 13A. 
When the user selects one from the games displayed 
on the screen G31, the selected shogi-table data is 
downloaded from the server 18 and displayed on the 
display part 24, as shogi- table data screen G32. 
[0090] Referring to Fig. 9, when the user selects the 
"shogi divination" that is the fourth menu on the top page 
screen G1 1 , the portable telephone 1 3A sends the serv- 
er 18 a signal requesting service of the "shogi divina- 
tion." In response to this, the server 1 8 sends the port- 
able telephone 1 3A data of the "shogi divination" that is 
stored in the data base 34 and updated as needed. As 
a result, a screen G41 of the "shogi divination" is dis- 
played on the display part 24 of the portable telephone 
13A. When the user selects one from-the-items dis- 
played on the screen G41 , the server 1 8 tells the user's 
fortune by executing the divination program based on 
the user's personal information such as date of birth 
(previously registered in the data base 34). The result 
of the divination is sent to the portable telephone 13A 
and displayed on the display part 24, as divination result 
screen G42. 

[0091] Referring to Fig. 10, when the user selects the 
"next move" that is the fifth menu on the top page screen 
G11 , the portable telephone 13A sends the server 18 a 
signal requesting service of the "next move." In re- 
sponse to this, the server 1 8 sends the portable tele- 
phone 13A a question of the "next move" that is stored 
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in the data base 34. As a result, a question screen G51 
is displayed on the display part 24 of the portable tele- 
phone 13 A. It should be noted that the image of a shogi- 
board on the question screen G51 cannot be displayed 
at one time in the limited space of the display part 24 of 
the portable telephone 13A. It is required that the user 
observe the screen while scrolling it. When the user de- 
cides and inputs the next move from the state of the sho- 
gAboard on the screen G51 , the inputted answer (the 
next move) is sent from the portable telephone 13A to 
the server 1 8. The server 1 8 judges whether the user's 
answer is correct or not, and stores the judgment result 
in the data base 34. The server 18 also sends a right 
answer to the portable telephone 13A, thereby display- 
ing a right answer screen G52 on the display part 24 of 
the telephone 13A. 

[0092] Referring to Fig. 11 , when the user selects the 
"shogi school" that is the sixth menu on the top page 
screen G1 1 , the portable telephone 1 3A sends the serv- 
er 18 a signal requesting service of the "shogi school." 
In response to this, the server 1 8 sends the portable tel- 
ephone 13A data of the "shogi school" that is stored in 
the data base 34. As a result, a shogi-schoo\ screen G61 
is displayed on the display part 24 of the portable tele- 
phone 13A. When the user selects one of the items on 
the screen G61 , the server 1 8 reads from the data base 
34 the explanation data corresponding to the selected 
item and sends the read explanation data to the portable 
telephone 13A. As a result, an explanation screen G62 
is displayed on the display part 24 of the portable tele- 
phone 13A. 

[0093] Referring to Fig. 1 2, when the user selects the 
"aim at pro-shogi player!" that is the seventh menu on 
the top page screen G11, the portable telephone 13A 
sends the server 18 a signal requesting service of the 
"aim at pro-shogi player!" In response to this, the server 
18 sends the portable telephone 13A data of the "aim 
at pro-shogi player!" that is stored in the data base 34. 
As a result, screen G71 of the "aim at pro-shogi player!" 
is displayed on the display part 24 of the portable tele- 
phone 13A. When the user answers a question on the 
screen G71 , the answer is sent from the telephone 13A 
to the server 18. It should be noted that the image of a 
snog/-board on the question screen G71 cannot be dis- 
played at one time in the limited space of the display 
part 24 of the portable telephone 1 3A. It is required that 
the userobserve the screen while scrolling it. The server 
1 8 marks the user's answer and enters the user on the 
class corresponding to the score. Thereafter, the server 
1 8 sets a game between the user and a player set on 
the program, so that the user plays the game on the dis- 
play part 24 of the portable telephone 1 3A. The user is 
promoted depending on the result of the game. If the 
user progresses favorably, pro-shogi player title-holder 
screen G72 is finally displayed on the display part 24. 
This shows that the user is qualified as pro-shogi player. 
Service of the "aim at pro-shogi player!" will be fully de- 
scribed later. 



[0094] Referring to Fig. 1 3, when the user selects the 
"pro-shogi players' profiles" that is the eighth menu, the 
portable telephone 1 3A sends the server 18a signal re- 
questing service of the "pro-shogi players' profiles." In 

s response to this, the server 1 8 sends the portable tele- 
phone 13A data of the "pro-shogi players' profiles" that 
is stored in the data base 34 and updated as needed. 
As a result, a screen G81 of the "pro-shogi players' pro- 
files" is displayed on the display part 24 of the portable 

10 telephone 13A. When the user selects one from pro- 
shogi players displayed on the screen G81 , the profile 
of the selected pro-shogi player is downloaded from the 
server 1 8 and displayed on the display part 24, as profile 
contents screen G82. 

15 [0095] When the user selects the "game room" that is 
the ninth menu, the portable telephone 13A sends the 
server 18 a signal requesting service of the "game 
room." In response to this, the server 1 8 sends the port- 
able telephone 13A data of the "game room" that is 

20 stored in the data base 34. As a result, a screen of 
"game room" to be described later is displayed on the 
display part 24 of the portable telephone 13A. Games 
with other user or computer are available when the user 
joins the game room th rough the screen of "game room." 

25 

Description of "Game Room" 

[0096] Referring to Fig. 1 4, as "game room," a normal 
game mode M1 and indiscriminate mode M2 are pre- 
30 pared by the server 18. The term "normal game mode" 
is the mode that the user entering the game room plays 
a competitive game wfth a competitor of the same class 
(strength/level) as the user. The term "indiscriminate 
mode" is the mode that the server 1 8 selects a compet- 
es jtor irrespective of the class. 

[0097] When the user selects the game mode on the 
display part 24 of the portable telephone 1 3A, the result 
of selection is sent to the server 18. Upon this, the server 
1 8 selects a competitor according to the selected game 
40 mode. When the user selected the normal game mode 
M1, the server 18 selects a competitor of the same 
class. The class is decided based on the user's point 
that is increased or decreased according to the game 
result every time the user plays game, as shown in Fig. 
45 1 5. in the initial state, the user receives a required point 
and starts with the lowermost class (10th grade) as 
shown in Fig. 16. 

[0098] Referring to Figs. 1 7 and 1 8, the "game room" 
has (i) "standby mode" that in the absence of competitor, 

50 the user is on standby (Fig. 17); and (ii) "challenge 
mode" that in the presence of competitors on standby, 
the user selects the desired competitor to play game to- 
gether from the standby list (Fig. 18). 
[0099] In the "standby mode" shown in Fig. 1 7, to the 

55 message "No enrol lee. Game entry is desired?" on the 
display part 24 of the portable telephone 1 3A, when the 
user selects "Enrollment," the display of the display part 
24 is changed to the message that "Enrollment is com- 
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pleted. You are informed by mail when everything is 
ready." Then, connection is discontinued temporally, so 
that the user is registered on a competitor list (data base 
34). On the other hand, when other user enters the 
"game room" and designates a standby user on the s 
competitor list, the message that preparation for game 
is completed is sent with electronic mail service from the 
server 18 to the portable telephone 13A of the standby 
user. 

[0100] Specifically, an electronic mail message that 10 
"Preparation for game is completed. Please connect the 
following address." is displayed on the display part 24 
of the portable telephone 1 3A. The address presented 
at this time is the address of a site (server) for playing 
game. In this preferred embodiment, the user can play 15 
game with the server 1 8. 

[0101] In the "challenge mode" shown in Fig. 18, 
when the standby user is present, the standby user's 
name (pen name or handle name) is sent from the serv- 
er 18 to the portable telephone 13A. In this instance, 20 
when the user selected the "normal game mode" M1 , 
the server 1 8 selects a competitor of the same class as 
the user from the standby users, and enters the selected 
competitor's name on a game standby list L11. When 
the user selected the "indiscriminate mode" M2, the 25 
server 18 enters all of the game standby users on the 
game standby list L1 1 . 

[01 02] Thus, based on the game standby list L1 1 pre- 
sented on the portable telephone 13A, the user selects 
the desired competitor and the result of selection is sent 30 
to the server 1 8. On receipt of this, the server 18 starts 
a game between the user and the competitor selected 
by the user in accordance with a predetermined game 
program. 

[0103] In this game program, in consideration of the 35 
fact that the game is played between the users' porta- 
bles telephones, data described in simplified HTML that 
complies with their limited display space is used in data 
sending/receiving between the server 1 8 and the users 
(competitors). 40 
[0104] On receipt of the data described in simplified 
HTML, the portable telephone 13A displays on the dis- 
play part 24 the situations of the game to such an extent 
that it is possible to express in the simplified HTML. In 
this embodiment, it is difficult to display. on the display 45 
part 24 the entire shogi board at one time because the 
display space of the display part 24 is limited. It is re- 
quired that the user confirm the situations of the entire 
snogZ-board by scrolling the screen of the display part 
24 on which the sftooT-board appears, so 
[0105] In the case that the user fails to obtain a com- 
petitor immediately in the standby mode shown in Fig. 
17, or that the number of standby competitors is below 
the required number in the challenge mode shown in 
Fig. 18, the server! 8 sets the necessary number of vir- 55 
tual players in accordance with the competitive game 
program. This is one of characteristic features of the 
present invention. 



[01 06] Specifically, referring to Fig, 1 9, when the user 
joins the shogi site, the server 18 starts with the step 
A10 of processing the standby list L11, and executes 
the processing of step A11. Thus, the server accepts 
entry for game from users. At this stage, when the user 
joins the "game room" to make application for game, the 
server 18 executes the processing of step A12. At this 
time, the server 1 8 counts the number of players on the 
standby list L1 1 and judging whether or not the number 
of standby players reaches the required number. 
[0107] In step A12, when there is negative response 
(i.e., the number of standby players is below the re- 
quired number), the server 18 executes the processing 
of step A13, Thus, the server 18 sets the necessary 
number of virtual players in accordance with the com- 
petitive game program. In this instance, when the user 
waiting for a competitor selected the "normal game 
mode" M1 , the server 1 8 sets a virtual player of a level 
(strength) equal with this user. When this user selected 
the "indiscriminate mode" M2, the server 18 sets a vir- 
tual player at random, irrespective of this user's level/ 
strength 

[01 08] After setting the virtual player, the server 1 8 ex- 
ecutes the processing of step A1 4. Thus, the server 1 8 
sends the virtual player's information set in step A13 to 
the portable telephone 1 3A of the user waiting for a com- 
petitor. If no player is present on the standby list L11 , in 
the standby state shown in Fig. 1 7, connection between 
the portable telephone 1 3A and the server 1 8 is discon- 
tinued temporally. Immediately thereafter, the server 1 8 
sets a virtual player and sends the portable telephone 
13A the information, that preparation for game is com- 
pleted, with electronic mail. At this time, information, that 
the presented competitor is a virtual player set in ac- 
cordance with the competitive game program, is not 
sent to the portable telephone 1 3A, in order to make the 
user believe (recognize) that the presented competitor 
is the actual player. On the other hand, if some players 
are present on the standby list L1 1 , the server 1 8 adds 
the n ecessary number of virtu al players for satisfying the 
required number to the standby list L11 of Fig. 18, so 
that this information is sent to the portable telephone 
1 3A, Also in this instance, information, that the present- 
ed competitor is a virtual player set in accordance with 
the competitive game program, is not sent to the porta- 
ble telephone 13A, in order to make the user believe 
(recognize) that the presented competitor is the actual 
player. 

[0109] Thereafter, when the user selects the desired 
competitor from the standby list L1 1 that is displayed on 
the display part 24 of the portable telephone 13A, the 
telephone 1 3A sends the result of selection to the server 
18. 

[0110] In step A15, the server 1 8 receives this selec- 
tion result, i.e., the competitor (player) selected by the 
user. Then, the server 18 executes the processing of 
step A16. Thus, the server 18 starts the competitive 
game program. Thereby, the user enjoys the competi- 
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tive game with the competitor, via the server 18. 
[01111 The result of the competitive game {shogi ta- 
ble) is to be stored in the data base 34 of the server 18, 
and it is reproducible in compliance with the wish of the 
user. 5 
[01 1 2] When the competitive game in step A1 6 is end- 
ed, the server 18 executes the processing of step A17 
and returns processing to step A1 7 (i.e,, returns to con- 
trol routine for executing the shogi site). 
[0113] Therefore, the user in the -game room" can 
quickly obtain a competitor and enjoy the competitive 
game. Even if the competitor is a virtual player, the user 
will recognize that the presented competitor is the actual 
player. Accordingly, the user can always obtain the real 
ambience of playing game with the actual human player. 
[0114] After the competitive game, the user can ob- 
serve the competitive game result (shogi table) by 
downloading it from the server 1 8, as shown in Fig. 20. 
[0115] For the competitive game with the actual hu- 
man competitor, the user can exchange opinions with 
the competitor about this competitive game by sending 
the competitor an impressive "move" and the user's im- 
pression thereon with electronic mail. 
[01 16] Referring to Fig. 21 , a competitive game with 
a virtual player is reproducible move by move, so that 
the user restarts the competitive game with the virtual 
player from a certain move. The user can study his/her 
ways to move by replacing a certain move with a differ- 
ent move during such reproduction of the competitive 
game. Even when the competitor of the reproduced 
competitive game is the actual human, such replace- 
ment of move is realized by making computer be com- 
petitor. 

[01 17] Reproduction of the competitive game with the 
portable telephone 13A is achieved by data (simplified 
HTML) that complies with the limited display space of 
the telephone. 13A. In the information provision system 
1 0 of this preferred embodiment, the above reproduc- 
tion is achievable with a terminal device having a large 
display screen as PCs. 

[0118] Specifically, referring to Fig. 22, when on the 
portable telephone 13A, the user plays a competitive 
game with other player or plays the competitive pro- 
gram, via the server 18, the result of the competitive 
game is stored in the different files with the server's data 
base 34, as simplified data and detail data, respectively. 
[01 1 9] Thereafter, when the user selects the compet- 
itive game's reproduction ("game impression mode"), 
the server 1 8 sends the portable telephone 1 3A the URL 
of the file storing detail data for performing detail repro- 
duction of the competitive game. This URL is displayed 
on the display part 24 of the telephone 1 3A. 
[0120] Based on this, when the user inputs to the PC 
53 the above URL and the user's password, the PC 53 
sends the inputted URL and password to the server 1 7A 
having a connection contract with the PC 53. In re- 
sponse to this, the server 1 7A compares the received 
password with the previously registered password. If 



they agree, the server 1 7A judges that a legal user has 
access, and sends a transmission request for data of 
the file specified by the URL (i.e., data that reproduce 
the comparative game in detail (the comparative game 
history), to the server specified by the received pass- 
word and URL (the server 18 in this preferred embodi- 
ment). The detail data may be stored in other server. 
[0121] On receipt of the transmission request of the 
detail data, the server 1 8 transfers this data to the server 
1 7A that is the origin of the request. The server 1 7A re- 
ceives the detail data and downloads it to the PC 53, so 
that the downloaded detail data is displayed on the PC 
53. 

[0122] As a result, the large display screen of the PC 
53 is composed of the detail data that the reproduction 
of the competitive game is described with HTML format. 
The screen reproducing the detail data displays, for ex- 
ample, the game-playing-face of a shogi board in detail 
and one time, and individual shogi pieces in fine image. 
The user can review the competitive game while observ- 
ing this screen, or paper on which this screen is printed 
out. 

Description of "Aim at Pro-Shogi Player!" 

[0123] When the user selects the "aim at pro-shogi 
player!" that is the seventh menu on the top page with 
the portable telephone 13A, the result of selection is 
sent from the telephone 13A to the server 18. In re- 
sponse to this, the server 1 8 provides the portable tele- 
phone 13A the game of becoming a pro-shogi player, 
as shown in Fig. 23. 

[0124] In this game, the user can enjoy such a game 
that the user might be qualified for pro-shogi playe in 
the world of game (step S24) by passing through the 
stages of : (i) becoming pupil in step A21 ; (ii) joining pro- 
motion club in step of A22; and (iii) playing league game 
in the uppermost class in step A23. 
[0125] Referring to Fig. 24, in step A21 , the server 18 
sends some questions testing for capability of shogi to 
the portable telephone 13A. When the user inputs an- 
swers to the questions, the portable telephone 13A 
sends the answers to the server 18. The server 18 
scores the received answers to classify the user de- 
pending on the result. 

[01 26] After entering the class according to the score, 
the user plays a required number of competitive games 
in step A22 shown in Fig. 25. The user's class increases 
according to the rate of victory in the competitive games, 
If the user is in four places in the highest-class league 
game shown in Fig. 26, the user is qualified as pro-shogi 
player, and the game is over. 

[01 27] Then , the user thus qualified as pro-shogi play- 
er in the game world can join several title matches for 
playing competitive games with other player or the com- 
petitive game program in Ohsho-garr\e (step A31), as 
shown in Fig. 27. If wins the Ohsho-game, the user can 
proceed to (i) Kioh-game (step A32), (ii) OAiza-game 
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(step A33), (iii) Kisei-game (step A34), (iv) OAw-game 
(step A35), (v) Ryuoh-game (step A36), and (vi) Meijin- 
game (step A37), in this order. Finally, if wins the Meijin- 
game, the user is qualified as "Nanakanotf (Seven-title- 
holder), and the game is over. 5 
[0128] Referring to Fig. 28, in each of the title match- 
es, a predetermined number of competitive games are 
performed in step A41 . Each title match comes to end 
when the number of victory of the user, other player, or 
competitive game program reaches majority (step A42) . i o 
if the user wins this tide match, the user can play the 
next title match in step A43. If defeats there, the user 
proceeds to step A44. By selecting "continue", the user- 
proceeds to step A45 and re-challenges to the same ti- 
tle. On the other hand, unless the user selects "contin- *5 
ue" in step A44, the user proceeds to step A46, and the 
game is over. 

[0129] The server 1 8 executes the above-mentioned 
processing in each title match, in order to make ranking 
comparisons between the user and other player desiring 20 
the same title as the user. In this instance, the user and 
this player enter different ranks depending on the 
number of challenges to the title, as shown in Fig, 29. 
By viewing the ranking display, the user can confirm his/ 
her own level. 25 

Description of Other Services 

[0130] Referring to Fig. 30, as n tsume-shogr (chess 
problem) provided from the server 1 8 to the portable tel- 30 
ephone 13A, there are (i) "coordinate input method" in 
which the user is required to think solutions by himself/ 
herself and proceed the game by coordinate-input des- 
ignation on the game-playing-face of shogi board as in 
normal game, and (ii) "selection method" in which the 35 
user selects the right answer from three to five items for 
each move. The "tsume-shogr facilitates the user's un- 
derstanding of shogi rule. 

[0131] Referring to Fig. 31, in "shogi divination" pro- 
vided from the server 1 8 to the portable telephone 1 3A, 40 
when the user selects, for example, "love fortune" on 
the item selection screen displayed on the display part 
24 of the telephone 13A, the server 18 sends the tele- 
phone 1 3 A the result of love fortune that is based on the 
user's date of birth. The telephone 1 3A displays image 
of "tossing shogi pieces" on the display part 24, until re- 
ceipt of the divination result. The divination results are 
expressed by combination of pieces, together with com- 
ments in literal characters. 

[0132] Referring to Fig. 32, in the "shogi divination", so 
the user repeats removal of an arbitrary piece a required 
number at the board's game-playing face displayed on 
the display part 24 of the portable telephone 13A. The 
order of the removals corresponds to the divination 
items of "lovefortune 1 ', "work/study fortune", and "health 55 
fortune." The divination results are obtained depending 
on the selected piece and the location of the piece in the 
procedure of piece removal. 



[0133] Referring to Fig. 33, in the "shogi divination", 
the user's fortune can also be obtained as follows. The 
user selects the desired piece from a plurality of blank 
pieces displayed on the display part 24 of the portable 
telephone 13A, and the type of the selected piece tells 
the user's fortune. 

[01 34] Referring to Fig. 34, the server 1 8 provides the 
portable telephone 13A some games in which irregular 
rules are applied to the normal game of shogi 
[0135] As example of such games, there are a first 
game of competing how many pieces are taken from the 
competitor within a predetermined number of moves, 
such as 1 00 or 200 moves; and a second game of com- 
peting for victory without using pieces taken from the 
competitor. 

[01 36] Referring to Fig. 35, the server 1 8 provides the 
portable telephone 1 3 A some shogi games such as 
"hasami-shogr (checkerlike game on shogi board), and 
"mawah-shogr (go-round shogi), which are for the user 
who is a beginner. 

[01 37] In addition , the server 1 8 opens to the portable 
telephone 13A "shogi entrance comer" providing expla- 
nation of the rule and terms of shogi. This comer is in- 
tended for beginners and aims at increasing shogi tar) 
by displaying on the screen, for example, pro- shogi 
players' portrait characters subjected to deformation, 
besides information in literal characters used for ex- 
plaining the terms etc. 

[0138] Referring to Pig. 37, the server 18 also pro- 
vides various information of shogi These information 
contain, for example, pages presenting pro-shogi play- 
ers' profiles and pages presenting everyday happening 
of pro-shogi players. Thus, the information from the 
server 1 8 covers a variety of information about shogi 
which are useful to facilitate the user's understanding of 
shogi and stimulate the user's interests in shogi 

Operations and Effects 

[0139] The foregoing preferred embodiment produc- 
es mainly the following operations and effects. 

(1 ) The competitive game program and virtual game 
player list are previously stored in a server. The 
server provides on network a competitive game 
service to a plurality of game players' terminals 
(13A, 13B, 13C..., 53) via communication lines. 
The server sets such that, (i) under the condition 
that the number of competitors against a game play- 
er is below a predetermined number, a competitive 
game program is activated to play the game with 
the game player; and (ii) as a competitor, a virtual 
game player's name previously entered on the vir- 
tual game player list is notified to the game player 
who is to play the competitive game with the com- 
petitive game program. Therefore, the game player 
can enjoy the competitive game with the virtual 
game player, even if the number of competitors is 
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22 



insufficient when receiving the competitive game 
service. This avoids the inconvenience that al- 
though the game player (user) gains access to the 
competitive game site for the purpose of playing the 
competitive game, the player cannot help giving up s 
playing the game, as has been conventional. It is 
also avoided that due to the absence of the com- 
petitor, the player reluctantly decides to play the 
competitive game with the computer, as has been 
conventional. That is, when it is automatically 10 
judged that the number of competitors is below a 
predetermined number, a preset virtual player 
name is notified to start the game. Therefore, the 
game player may play the game without detecting 
the competitor is the computer. This prevents the 1* 
game player's fight from being weakened. Also, the 
server side can provide such a competitive game 
environment where the competitive game is availa- 
ble at any time. It is therefore able to produce such 
a stage effect that the competitive game site ap- 20 
pears to be always prosperous in the eyes of the 
game player as the user of the server. 

(2) The notification of the virtual game player's 
name is performed as follows: (i) a number of game 
players lacking for the game are selected from a 25 
plurality of virtual game players previously entered 

on the virtual game player list; and (ii) as a compet- 
itor's name, the virtual game players' names of the 
selected game players are sent to the game player's 
terminal. This reduces the possibility of being de- 30 
tected that the competitor is the computer, even 
when the name of a game player who played with 
the user many times is notified again in the compet- 
itive game on network, 

(3) A plurality of competitive game programs having 35 
different thinking routines are prepared in advance, 

so that different competitive game programs are ap- 
plied to virtual game player 1 names. This further re- 
duces the possibility that the game player detects 
from the game pattern that the competitor is the *o 
computer. 



program is activated to play the competitive 
game with the game players; and 
notification means of notifying, as a competitor, 
a virtual game player's name previously en- 
tered on the virtual game player list, to the game 
players who are to play the competitive game 
with the competitive game program by the set- 
ting means. 

2. The server (1 7A, 1 7B, 1 8) providing the competitive 
game according to claim 1 , wherein the notification 
means selects a number of game players lacking 
for the competitive game from plural virtual game 
players previously entered on the virtual game play- 
er list, and sends, as a competitor's name, the vir- 
tual game players' names of the selected game 
players to the game players' terminals (13A, 13B, 
13C, .... 53). 

3. A program storage medium used in a server (1 7A, 
1 7B, 18) with a competitive game program and vir- 
tual game player list stored therein, providing on 
network (16) a competitive game service to a plu- 
rality of game players' terminals (13A, 13B, 13C, 
53) via communication lines (11, 51), the program 
storage medium comprising: 

a setting program of setting such that, under the 
condition that the number of competitors 
against the game players is below a predeter- 
mined number when the game players receive 
the competitive game service via the terminals 
(13A, 13B, 13C S3), the competitive game 
program is activated to play the competitive 
game with the game players; and 
a notification program of notifying, as a compet- 
itor, a virtual game player's name previously en- 
tered on the virtual game player list, to the game 
players who are to play the competitive game 
with the competitive game program by the set- 
ting program. 



Claims 

1 . A server (1 7A, 1 7B, 1 8) with a competitive game 
program and virtual game player list stored therein, 
providing on network (1 6) a competitive game serv- 
ice to a plurality of game players' terminals (13A, 
13B, 13C, .... 53) via communication lines (11, 51), 
the server (1 7A, 1 7B, 1 8) comprising: 

setting means of setting such that, under the 
condition diat the number of competitors 
against the game players is below a predeter- 
mined number when the game players receive 
the competitive game service via the terminals 
(13A, 13B, 13C 53), the competitive game 



4. The program storage medium according to claim 3, 
wherein the notification program selects a number 

45 of game players lacking for the competitive game 
from plural virtual game players previously entered 
on the virtual game player list, and sends, as a com- 
petitor's name, the virtual game players' names of 
the selected game players to the game players' ter- 

50 minals (13A, 13B, 130 53). 

5. A method of providing on network (1 6) a competitive 
game service to a plurality of game players' termi- 
nals(13A, 13B, 13C, .., 53) via communicanon lines 

55 (11, 51 ) ( by using a server (17A, 17B, 18) with a 
competitive game program and virtual game player 
list stored therein, the method comprising the steps 
of: 
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setting such that, under the condition that the 
number of competitors against the game play- 
ers is below a predetermined number when the 
game players receive the competitive game 
service via the terminals (13A, 13B, 13C, .... 5 
53), the competitive game program is activated 
to play the competitive game with the game 
players; and 

notifying, as a competitor, a virtual game play- 
er's name previously entered on the virtual 10 
game player list, to the game players who are 
to play the competitive game with the compet- 
itive game program in the setting step. 

The method of providing the competitive game *5 
service according to claim 5, wherein the notifica- 
tion step including the step of: 

selecting a number of game players lacking for 
the competitive game from plural virtual game 20 
players previously entered on the virtual game 
player list, and 

sending, as a competitor's name, the virtual 
game players' names of the selected game 
players to the game players' terminals (13A, 25 
13B, 13C, .... 53). 
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Fig.1 




14 




15 




16 



EP 1 216 733 A2 



Fig. 4 
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This Page is Inserted by IFW Indexing and Scanning 
Operations and is not part of the Official Record 



Defective images within this document are accurate representations of the original 
documents submitted by the applicant. 

Defects in the images include but are not limited to the items checked: 

□ BLACK BORDERS 

□ IMAGE CUT OFF AT TOP, BOTTOM OR SIDES 



□ BLURRED OR ILLEGIBLE TEXT OR DRAWING 

□ SKEWED/SLANTED IMAGES 

□ COLOR OR BLACK AND WHITE PHOTOGRAPHS 

□ GRAY SCALE DOCUMENTS 

□ LINES OR MARKS ON ORIGINAL DOCUMENT 

□ REFERENCE(S) OR EXHIBIT(S) SUBMITTED ARE POOR QUALITY 

□ OTHER: 

IMAGES ARE BEST AVAILABLE COPY. 
As rescanning these documents will not correct the image 
problems checked, please do not report these problems to 
the IFW Image Problem Mailbox. 



BEST AVAILABLE IMAGES 




ADED TEXT OR DRAWING 



